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ABSTRACT 
 
 
 
 
This research is carried out to investigate the use of animation in the field of 
education. The constructivist theory and related concepts that influence the use of 
animation have also been discussed besides exploring the importance of Education 
Technology of which animation is a key component.  This research investigates the 
effects of using animation to help students understand the novel “The Curse” besides 
determining the students’ perception on using animation in the teaching and learning 
of the novel. This research used qualitative methodology such as observation, 
reflection, interview and feedback to meet the objectives of this research.  The results 
of the research indicated that animation managed to assist the participants in 
understanding the novel and encouraged the participants to participate actively in the 
teaching and learning activities related to the novel. Additionally animation also 
encouraged the participants to read the novel and other related materials to the novel 
itself. The participants of this research also believed that the use of animation should 
be encouraged in the teaching and learning process of learning literature. 
 
 
 
 
 
 
 
 
 
 
 
 
ABSTRAK 
 
 
 
 
Kajian ini dilaksanakan untuk mengetahui penggunaan animasi di bidang 
pendidikan. Teori konstruktivist dan konsep-konsep yang berkaitan yang telah 
mempengaruhi penggunaan animasi di bidang pendidikan telah dibincang selain 
daripada perbincangan mengenai teknologi pendidikan di mana animasi merupakan 
komponen yang penting. Kajian ini berhasrat mengesan penggunaan animasi di 
dalam membantu murid memahami karya sastera “The Curse”, selain daripada ingin 
mengetahui persepsi murid-murid tentang penggunaan animasi di dalam proses 
pengajaran dan pembelajaran sastera berkenaan. Kajian ini menggunakan kaedah 
kualitatif di mana pemerhatian, refleksi, temuduga dan maklumbalas daripada 
peserta-peserta kajian merupakan instrumen yang digunakan untuk mencapai 
objektif-objektif kajian ini.  Hasil kajian ini menunjukkan bahawa animasi membantu 
murid memahami karya sastera berkenaan. Seterusnya, animasi didapati juga 
menggalakkan para peserta kajian ini untuk mengambil bahagian di dalam aktiviti-
aktiviti pengajaran dan pembelajaran secara aktif selain daripada menggalak mereka 
membaca karya sastera berkenaan serta buku aktiviti berkaitan dengan karya itu.  
Akhir sekali, para peserta kajian ini berpendapat bahawa penggunaan animasi perlu 
digalakkan di dalam aktiviti-aktiviti pengajaran dan pembelajaran sastera. 
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CHAPTER 1 
 
 
 
   
 INTRODUCTION 
 
 
 
 
Education is the most important and meaningful gift to a child nevertheless 
parents and educationist at times find it difficult to assist children in understanding the 
knowledge imparted to them. With the rapid advancement of technology, an increasing 
number of students use information technology tools to help them acquire knowledge 
and information.  This change of lifestyle has brought about a change in how teaching 
and learning is conducted. It is difficult to accept that someone is educated if he is not 
able to use technology in daily life such as internet, websites and multimedia. 
Therefore to ensure that students are not left behind, educationist should embrace 
technology and use it in the teaching and learning process (Bates and Poole, 2003).    
 
 
The past years have seen the increase in the use of education technologies that 
has made teaching and learning materials presented to students become more visual, 
flawless and with the opportunity for interaction. Education technologies when used 
effectively would encourage both teachers and students to be absorbed in the topic that 
they are engaged in (Schifter and Stewart, 2010).  Next, Gokcearshan et al. (2009) 
revealed a study conducted showed that a student who is presented with 10% of the 
data learns 50% of it by watching a movie while the same student could learn as much 
as 90% of the same data when motion, display, sound and interaction is used. 
 
 
 
One of the forms of using technology in education is animation. According to 
Alessi and Trollip (2001) “Pictures, especially animated ones, capture attention more 
than text”.  Animation when designed well is able to attract students including 
children and teenagers to be focused to the animation for a period of time which is 
very difficult with just reading a text. Animation opens the horizons and helps 
students to imagine and ponder about certain processes such as movement of 
mechanical parts in a machine (Kriz and Hegarty, 2007). 
 
 
 
 
1.1 Background of Study 
 
 
This research hopes to shed some light on the effects of animation on students 
understanding of a novel “The Curse”.  In addition the participants’ perception on 
using animation in the teaching and learning activities would also be gathered.  
Animation in education has received mix reviews.  Some critics find it is no better in 
enhancing understanding compared with using static pictures (Wong et al., 2009; 
Lowe, 2003), while others find a lot of potential in using it to teach for instance 
visualising the mechanism of a technical process could be extremely difficult for 
some students. Animation lets students visualise the movement of these technical and 
complex process which is impossible with the naked eyes (Kriz and Hegarty, 2007). 
 
 
Nevertheless when cognitive load is increased, this may result in animation 
not being effective in assisting the intended audience.  Animation shows a movement 
which is continuous and this might even become an extraneous load for the working 
memory which results in unsuccessful attainment of information and knowledge 
(Hoffler et al., 2010).  However, by improvising the designed features of animation 
such as interactivity (Kriz and Hegarty, 2007), unnecessary cognitive load can be 
minimised.  
 
 
 
 
Not surprisingly animation has even found its way into the world of literature. 
Recently Longmans a well known publisher has introduced an animated version of 
the form five literature novel “The Curse”.  A research conducted in Malaysia on 
whether animation assisted computer science students in understanding one of their 
core subjects which is difficult to understand has showed promising results (Rais and 
Zaman, 2012). 
 
 
 
 
1.2 Problem Statement 
 
 
Students in a secondary school in Kulai who are weak and average in their 
proficiency of the English language appear to have problems in understanding the 
novel while others are not keen to participate in the literature activities for the Form 
5 Novel ‘The Curse”. Their level of proficiency is based on their Lower Secondary 
Examination (PMR) results, form 4 midyear and year end English examinations 
results. The mentioned problems could be attributed to several reasons and one of it 
is they are not able to understand the Form 5 literature novel “The Curse” well 
enough to appreciate the underlying values and characteristics of the characters as 
many of them just memorise sample answers for the examination.  These students 
have to be forced to participate in the teaching and learning activities as some find it 
boring.   
 
 
With the use of animation in the form of an animated novel of “The Curse” it 
is hoped that it would be helpful for students to understand the novel better and they 
would be encouraged to participate in the activities held thereafter. 
 
 
 
 
 
 
 
1.3  Objectives 
 
 
The objectives of the study are: 
1.3.1 To examine the effects of using animation on students’ understanding of a 
novel “The Curse” 
1.3.2 To investigate students’ perception on teaching and learning of the “The Curse” 
using animation. 
 
 
 
 
1.4 Research Questions 
 
 
This study intends to answer these questions. 
1.4.1 What are the effects of using animation on students’ understanding of a novel 
“The Curse”? 
1.4.2 What are the students’ perception on teaching and learning of “The Curse”   
using animation? 
 
 
 
 
1.5 Significance of Study 
 
 
It is hoped that this study would assist these students’ understanding of the 
novel “The Curse” which is part of the form 5 English syllabus.  Students were tested 
on their comprehension of the novel in Paper 2 of their “Sijil Pelajaran Malaysia” 
(SPM) or the Malaysia standardized high school examination.  As technology is 
changing rapidly, so is the mind-set, wants and needs and aspirations of these students 
who are teenagers.  It is hoped that using animation to teach the novel would enhance 
students understanding and participation in the class activities that followed.  
 
 
Furthermore, this study also hoped to assist teachers to ensure the teaching and 
learning process for the literature component of SPM English is carried out effectively. 
It is hoped that animation as a technique of teaching could be applied to other English 
components if it is found to be useful to enhance students’ understanding and 
participation in class. 
 
 
 
 
1.6 Scope of the Study 
 
 
This research which was conducted for 6 weeks, focused on the effects of 
animation on students understanding of a novel “The Curse” among 12 Form Five 
students of a school in Kulai who are weak and average in their proficiency of the 
English language.  The students’ proficiency level is based on their Lower Secondary 
Examination (PMR) result, form 4 midyear and year end English examinations 
results.  Apart from that, the research also hoped to find out what are the students’ 
perceptions of using animation in helping them understand the novel.  
 
 
 
 
1.7 Theoretical and Conceptual Framework  
 
 
Due to the nature of this research, specifically in the effort to help the 
students understand and appreciate a certain novel that is being used for SPM exam, 
these are the theories and concepts that guide this research. 
 
 
Beginning at the top and the most central, as seen in figure 1.1, the 
Constructivist theory is guiding the whole theoretical framework. The essence of this 
theory which is exploration, collaboration, cooperation and reflection suits well with 
 
 
the objectives of this research. Furthermore the constructivist theory which 
emphasises on authentic and meaningful task will not only bring about effective and 
useful learning but will encourage the participants to participate in the activities held. 
Besides, the activities for this research are in line with this thought. 
 
 
Consequently, educational technology forms the inner circle of the theoretical 
and conceptual framework in figure 1:1 as education technology tool would be used 
to assist, encourage, facilitate and even create enthusiasm to fulfil and answer the 
research questions and objectives set forth. Thus an in-depth understanding of the use 
and benefits of Education Technology would be explored in this research. 
 
 
Next, animation in education forms the utmost inner circle of the theoretical 
and conceptual framework in figure 1.1 as the researcher plans to use animation of a 
novel to determine the effects of animation on students’ understanding of a novel in 
form five and in the related activities. An understanding on how animation watched 
is understood and retained would be further scrutinised using the Cognitive Load 
Theory and the Five Principles of the Human Cognitive System. This theory and 
concept are explored to find out their significance in ensuring suitable animation is 
used to enhance students’ understanding of the literature animation watched.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Figure 1.1: Theoretical and Conceptual Framework 
Constructivist Theory 
 Dewey(1995), Vygotsky(1993), Piaget(1985), Bruner(2000) and 
Gardner(1983) 
Educational Technology 
 Using Technology in Classroom 
 
 
Animation in Education 
 Five Principles of the Human Cognitive System 
 Cognitive Load Theory (1998) 
 
 
 
1.8  Definition of Terms 
 
 
 
 
1.8.1  Constructivist Theory 
 
 
Proponents of this theory believe that students continuously acquire 
knowledge by building on existing knowledge and experience. Besides, students 
continuously built cognitive structures which assist them in understanding. New 
knowledge and experience acquired is filtered and assimilated into existing 
knowledge and experience. Some proponents of constructivism also believe that the 
activities a student is involved in and the environment or culture a student is exposed 
to influences his perception of things. Collaboration among students is given 
emphasis as students are able to exchange knowledge and experience to attain a 
common objective. This theory is student centred and teachers are encouraged to 
have activities that assist students in the real world. In this research, the constructivist 
theory would be the theoretical framework of the research. 
 
 
 
 
1.8.2 Constructivist Approach 
 
 
The constructivist approach uses the constructivist theory in the teaching and 
learning process where students are given the opportunity to collaborate, cooperate 
and reflect in the activities they are required to participate. Activities prepared are 
student centred which would require the assistance of the teacher to facilitate and 
moderate so the teaching outcomes are met. The activities prepared are based on the 
students’ previous knowledge where room for improvement is considered so that 
students are in the Zone of Proximal Development. At the end of the day students 
acquire new knowledge. 
 
 
1.8.3 Zone of Proximal Development 
 
 
According to Vygotsky (1993) a student is able to master a task by 
collaborating with his peers or with the guidance of an adult. Zone of Proximal 
Development is the differences between the levels were a student is able to 
independently complete a task and the level where he needs assistance. In this 
research, the Zone of Proximal Development would be taken into consideration when 
choosing the animation to be watched and when choosing the relevant activities for 
the participants to participate in. 
 
 
 
 
1.8.4 Scaffolding 
 
 
Relevant and effective instruction could be given by teachers when they 
know at which stage of development a child is and prepare activities based on the 
experience of the child. This term is associated with Vygotsky a well-known learning 
theorist.  The researcher has taken into consideration scaffolding to ensure the 
objectives of this research are met. 
 
 
 
 
1.8.5 Education Technology 
 
 
Educational Technology is the process of using technology in its various 
forms which includes animations, power point presentations and even whiteboards to 
assist learning.  Educational technology uses these aids to encourage, promote, 
facilitate and even create enthusiasm so that the process of teaching and learning 
could be effective.    
 
 
1.8.6 Animation 
 
  
Series of pictures that appear to move which normally form a sequence of 
events which is logical in nature. Cartoons and computer games are examples of 
animation.  In this research, participants would be watching an animation of a novel 
“The Curse”. 
 
 
 
 
1.8.7 Working Memory 
 
 
It is a conscious memory that could handle a certain number of processes. If 
the number of processes exceeds the capacity of the working memory, a person is no 
able to digest and understand the information received.  The researcher felt it is 
important to consider working memory in the cognitive process of a student as this 
would affect the student’s understanding of the animation watched. 
 
 
 
 
1.8.8 Long Term Memory 
 
 
Acts as an information store area where information which is understood is 
stored for long term use in a form of a schema.  The researcher felt it is relevant to 
understand the cognitive process and how what is watched in animation is stored in 
the long term memory. 
 
 
 
 
 
 
1.8.9 Schema Theory 
 
 
Schema theory states that multiple information received are kept in the form 
of schemas in LTM. Schemas are retrieved from LTM and used in working memory 
to assist in understanding. In this research schema theory highlights how information 
is stored in the memory that would be used by the participants in the activities that 
follow after watching the animation. 
 
 
 
 
1.8.10 Cognitive Processing 
 
 
The process of how thought is analysed and made sense of from information 
gathered.  The researcher felt that how information is processed is important to be 
understood. 
 
 
 
 
1.8.11 Cognitive Load 
  
 
Is the amount of information that has to be processed by the working memory 
at a particular time.  It could be distinguished into intrinsic load, extraneous load and 
effective load.  The researcher felt the understanding on the various loads would help 
the researcher to choose the appropriate animation that would assist the participants 
understanding of the novel “The Curse”. 
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